PLAYER'S COMPANION - HOMARIDS 


omarids are a species of sentient 
crustaceans that originate from in the deep 
seas of Dominaria, but have come to dwell 
across many of the world's oceans. They 
outwardly resemble giant lobsters, that 

ve stand slightly above the average height of a 

human, and are perfectly adapted to dwell 

in the deepest parts of Dominaria's vast seas. 

Homarids have, over the past few centuries, developed a 
justly-earned reputation as war-hungry expansionists, often 
found waging war with the merfolk that also inhabit the 
ocean territory that homarids seek to claim as their own, 
and even on rare occasion driving the seas inland, seeking 
to attack and raid terrestrial foes. 


HOMARID TRAITS 


Your homarid character has the following racial traits. 

Ability Score Increase. Your Strength score increases 
by 1 and your Constitution score increases by 1. Your 
Charisma score decreases by 1. 

Age. Homarids live long lives, starting with hatching as a 
camarid, which they remain as for a few years before 
metamorphosing into an adult homarid, with a lifespan 
stretching to over a century. 

Alignment. Concerned with their underwater empires 
and expanding their reach outwards, homarids are mostly 
neutral or evil. 


Size. Fully grown homarids stand at between 5 and 7 
feet tall when upright. 

Speed. Your base walking speed is 30 feet, and you have 
a swimming speed of 30 feet. 

Amphibious. You can breathe air and water. 

Claws. Your large claws make you less manually 
dexterous than other races, but make up for it with 
crushing power. Unarmed strikes you make deal 1d6 
Bludgeoning damage + your Strength modifier. You have 
disadvantage on any checks made to interact with or 
handle items that are designed for use of races with hands. 

Cold Resistance. You have resistance to cold damage. 

Darkvision. With your species originating in the 
shadowy depths of ocean trenches, you can see in dim light 
within 60 feet as if it were bright light, and in darkness as if 
it were dim light. 

Natural Armor. You have a tough rigid carapace. When 
you aren't wearing armor, your AC is 13 + your Dexterity 
modifier. You can use your natural armor to determine your 
AC if your armor would leave you with a lower AC. A 
shield's benefits apply normally while you use your natural 
armor. 

Languages. You can speak, read and write Common and 
homarid. The homarid language is particularly difficult for 
other races to understand, due to its reliance on strange 
rasping and clicking, sounds that many other races simply 
don't have the vocal capacity to make. 


Most homarids are very similar in nature, maturing from 
newly hatched camarids to adult homarids over the 
course of a few years. While most homarids are capable 
fighters some are more skilled, these homarid warriors 
learning to use weapons instead of solely relying on their 
claws. Some subspecies of homarid that dwell in the 
deepest parts of the ocean grow to immense sizes. These 
deep homarids are perhaps the most dangerous type of 
homarid one can encounter. 


CAMARID 


Small monstrosity, (neutral) 


Armor Class 11 
Hit Points 111(1d4 + 5) 
Speed 3 Oft., swim 30 ft. 


STR DEX CON INT WIS CHA 
8 (-1) 12(41) 9(-1) 6(-2) 10(+0) 4(-3 


ae 


Skills Stealth +3 

Damage Resistances cold 

Senses darkvision 6Oft., passive Perception 10 
Languages Understands Homarid but can't speak 
Challenge 1/8 (25 XP) 


Amphibious. The camarid can breathe air and 
water. 


Actions 


Claw. Melee Weapon Attack: +1 to hit, reach 5ft., 
one target. Hit 1 (1d4-1) piercing damage. 


HOMARID 


Medium monstrosity, (any) 


Armor Class 14 (natural armor) 
Hit Points 39 (6d3 + 12) 
Speed 3 Oft., swim 30 ft. 


STR DEX CON INT WIS CHA 
14 (42) 12 (+1) 15 (42) 10 (+0) 13 (41) 9 (-1) 


Damage Resistances cold 

Senses darkvision 6Oft., passive Perception 11 
Languages Common, Homarid 

Challenge 1/2 (100 XP) 


Amphibious. The homarid can breathe air and 
water. 


Actions 


Multiattack. The homarid makes two attacks with 
its claws. 


Claw. Melee Weapon Attack: +4 to hit, reach 5ft., 
one target. Hit 5 (1d6+2) bludgeoning damage. 
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HOMARID WARRIOR 


Medium monstrosity, (neutral evil) 


Armor Class 14 (natural armor) 
Hit Points 60 (8d8 + 24) 
Speed 3 0ft., swim 30 ft. 


STR DEX CON INT WIS- CHA 
15(+3) 12 (+1) 16 (+3) 11 (+0) 14 (+2) 10 (+0 


a 


Skills Athletics +7, Perception +6, Stealth +5 
Damage Resistances cold 

Senses darkvision 60 ft., passive Perception 16 
Languages Common, Homarid 

Challenge 1 (200 XP) 


Amphibious. The homarid warrior can breathe air 
and water. 


Actions 
Multiattack. The homarid warrior makes 2 attacks 
with its claws or its spear. 


Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 6 (1d6+3) bludgeoning damage. 


Spear. Melee Weapon Attack: +5 to hit, reach 5 
ft., or range 20/60 ft., one target. Hit: 10 (2d6+3) 
piercing damage. 


DEEP HOMARID 


Large monstrosity, (neutral evil) 


Armor Class 18 (natural armor) 
Hit Points 114 (12410 + 48) 
Speed 3 Oft., swim 30 ft. 


STR DEX CON INT WIS’ CHA 
18 (+4) 10 (+0) 19 (+4) 9 (-1) 14 (42) 6 (-2 


== 


Saving Throws Con +8, Wis +4, Cha +4 
Damage Resistances cold 

Senses darkvision 12Oft., passive Perception 6 
Languages Homarid 

Challenge 6 (2,300 XP) 


Amphibious. The deep homarid can breathe air 


Multiattack. The homarid makes two attacks with 
its claws. 


Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., 
one target. Hit: 22 (4d8+4) bludgeoning damage, 
and the target is grappled (escape DC 14). The 
deep Homarid has two claws, each of which can 
grapple only one target. 
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